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s  What is Fantasy Uifg&d’rqce?,

+ Explain the three M.

\edievalism-

 Explain and gwewe am

two types of heroes.
Larger-?han Lsfe/Ep

Small-but- SpunkyHeroeS' " il

and

ics of Wise Old Wizards?

en monsters and villains?
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E  Protect the hero from
iakmg Journeys before he is ready
B Once hero is ready, pom’c ,

| intervenes on the side of the

* A supernatural force | % Vulnerable woman who | * People, beings or
i must be rescued by the | situations which block the
i hero———-and cometimes against i hero | hero’s passage into the
i him s % Often used as a way to éjourney
i :\‘.rap the hero i % Have 2 functions:
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: * a time or place of % a figure who is banished :
i decision * an evil figure saved by from a group for come crime |
| % when a realization is made i the nobility or the love of %* usually destined to become |
Eand a change or penance :the hero a wanderer from place to 3
! results . i place |

-

| % represents the battle
i between the two most

* usually symbolizes
creation, birth, growth,
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restoration of life, i
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* can be physical or
psychological and cannot be

| % goodness often encounters
i great odds in its battle with
e

' evil

* causes suffering and pain purification

i
i
fully healed i important forces in life
f
i
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* Man with great courage and

i strength i * The Hero searches for
i % Wnown for honorable { SOMEONE OR SOME TALISMAN

*  Characterized by self-
i sacrifice, and is will to endure
i hardship, even risk his life for
| the good of all

i back will restore peace, order
i and/or tranquility to a troubled

i which when found and brought E
| land :
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! % Young hero or heroine who

'must face challenges and i
rtem?‘catnons in an effort to reach i
ihis/her goal ;

g % Counselor, teacher and role :
imode! for the hero i
; %* Provides assistance, guidance, :
'and a gift (weapon, food, magic, :

m?ormatnon, etc.)

' % Usually given by the mentor
i % Only the hero can use it to
rl:s fullest potential

iis heroic
E % Duty is to pro’r.e.cl: the hero

i % Provide assistance and direction
ifor the initiate

i % Appear throughout the journey

% Loyal companions who are
owalhng to risk or face any
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% Somewhat like a servant who :
i

i

:
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:
inumber of perils in order to be i
{

? * A place of safety
i % The opposite of wilderness
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i % lssues the call which begins
ithe hero's journey i
: % Can be a person or piece of |
iinformation ‘
i % Upsets the balance of the

theros world

d - 110 Ot O O O o

i % Noble, honorable, Courageous,
Iself-reliant

g * A protector; quick to aid those
m distress

i % Stands againet unfair authority;
*F' ghte to emnoble others

: * Mus{ at some time confront

i
i % A strong place of safety :
i % May hold treasure, princess :
i % May be enchanted or bewitched

................................................



are intreduced in the

where they receive the

They are reluetant at first and , But are
enceuraged by a te
ane enter the , Wwhere they eneceunter

. The Initate is

transtfermed by the Beeceming the onel edrning &

Befere Beginning the




§* The safe haven upon which the Special World and the Journey's outcome is i
,compare& The Journey begms in {he Ordmarg world, travels to the Special Worid and
're{urns to the Ordinary World - L O .

1
% levites the Initiate into the adventure, offers the opportunity to face the :
funknoum and gain something of physical or spiritual value :
Comes as a realization of an imbalance or injustice in her life i
Something has been taken from the Initiate :
The Initiate senses that there is something lacking in her life i
The Im-l:na{e wam‘,s to save or ras{ore horor i
]

b o e o i e o 4 S e et

* % ok A %

%

Often when the Call is given, the Hero temporarily refuses to heed it. There!
may be many reasons for this, but the Journmey cannot progrese until the Hero !
accee’c.s the Call. i

The “jumping off point” for the adventure
The point where the known and the unknown meet
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P x Situations that put the Initiate at riek, emotionally and physically, forcing him
ito change and grow
: * Strike the Initiate's greatest weakness, poorest ekill, shakiest knowledge, most
vulnerable emotions

c * Prepare the Hero for the greater Ordeal yet to come, and/or seek further

i irammg from the Mentor ) ;

* The greatest challenge of the Journey i
* The Initiate must overcome his greatest fears, and he must face them alone i
% A moment of “death” and rebirth; a part of the Initiate dies so that a new i

part, ihe;. Harc,_ can be_born :
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i * The Hero is granted greater power or insight, knowledge or treasure or perhaps :
,somesorto?iahsmanasaresuio{-‘ihear&eal i
'*TheHerohaseamed{i\erewardhehassough{mdhasbeentrans?ormedbgihei
Hescons and insights he has learned in the Special World ;

...................................................
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i % The final stage of the Journey !
: % The Hero returns to the known and his everyday life with a boon bestowed upon :
'h:m based on his new level of ekill and awareness :
i % A Hero's success in the Special World may make it difficult to return to the |

i

{Ordinary World

K May occur at any time during the
- Journey

the way the initiate thinks or views
life

* A sight or discovery about
himself or life

*  fn initiate may hawe many
revelations on his journey to heroiem

* R descent from a higher to a lower
state of being

*  Loss of inmocence or protection
*  Iewolves expulsion from a kind of

paradise as punishment for &mobaéuence




